M PEMEHtl PEISAIIDIS, A GUY WHO HAS BOTH PITCHED A BUNCH 





DEMETRI DETSARIDIS 

Managing director, experiment 

EXECUTIVE PRODUCER, SNOW CANNON GAMES 

And, just as importantly... 


• Former GM.Zynga New York 

• Former GM, Area/Code 

• Consultant on a lot of games I wish I was allowed 
to tell you the names of, but believe me you’d 
totally know them by name. 


GDC 2016 //MARCH 14 


HOW TO GET YOUR F2P GAME GREENLIT IN 2016 


3 



Answer this question: "Wht are ceople going 

10 STOP PLATING [LASH Of [LANS, LEAGUE Of 
LEGENDS OR ROCKET LEAGUE 10 PLAT THIS GAME!" 





MATURE MARKETS HEAVILT fAVOR INCUMBENTS. TOU HAVE 10 DESIGN 
FEAN SPEQfKAILT 10 ADDRESS THE COMPETITION'S WEAK SF01S. 


NEW PLAYERS CANNOT BE TOUR ONLT TARGET, SO 
PEOPLE AWAT FROM THEIR FAVORITES? 


1'S GOING 10 
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Know that tour monetization design is as 

IMfORTANT AS (AND SHOULD IE CREATED 
AEONGSIDE) TOUR GAME DESIGN! 



Monetization systems that seem like features (think Col and 

EARTHSTONE) TARE TIME, EFFORT AND E1PERTISE. DON'T SHORTCHANGE THEM 


* A PITCH THAT INCLUDES A FIESHED-OUT MONETIZATION DESIGN IS THE PRICE 
Of ADMISSION TO THE I2P GREENE1GHT PROCESS IN M. 
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lean on your team's tremendous 


DEPTH Of fit EXPERIENCE 


H 



numM 




«T> <i 



^JjXTERHAltSs 


II GOES WUHOUT SAYING THAT IN ORDER 10 DO THIS, TOW TEAM MUSI 
ACTUALLY NAVE A TREMENDOUS DEPTH OF F2f EIPER1ENCE. 

STRESS NOW THE PROBLEMS YOU’RE LIKELY 10 f ACE ON THIS HUE RESEMBLE THOSE 
TOUI EXPERTS SOIVED WHILE WORKING ON <THEH IASI AWESOME F2P SMASH HID 
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INTERNAL 


JERNAL 
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HAVE A PLAN rot SUCCESS. 

Know how rout design and tech 

WILL EVOLVE AS THE GAME SCALES. 





SUCCESS 
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EXTERNAL^s 




THERE IS NO SUCH THING AS A "EAST EOLLOW" 
IN 201b 




Given (mini audience demands, east fouowing iodac's ffi wooed 

MEAN DECIVER1NG A HAD GAME IN A COMPETITIVE TIME RAMS 01 A 
FOLISHED GAME A TEAR TOO LATE. DON’T DO EITHER. 


HERE ARE EXCEPTIONS (SMALCER MARKETS, fit.) BUT . SEUOHSET, DON'T 
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* IT’S GOING TO IT VERY TEMPTING. ..ESPECIALLY IT YOU’RE THING TO 
Ml A NEW GENIE ON A GIVEN PLATEOtM. STAY STRONG! 

* IBIS ONE SEEMINGEHNNOGENT BEHAVIOR WILL GET TOE) CALLED OUT IT 
PUtEISBING EJECS MORE OFTEN THAN ANYTHING ELSE I'VE SEEN. 
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IT'S NOT TOO SOON 10 HIKE THAT PM. (OK HEAL. 




IT'S DAT T, DO TOU KNOW WHERE TOUR PMS ARE? 


* Who did ton think would do all of that modeling we just tailed 

ABOUT? AND WHO'S GOING TO HAVE TIME TO HIKE A PH AT THE EAST MINUTE? 

* Making the call to create an l?P game means that too need dedicated 

TODDLE PEOPLE EARLY AND OFTEN. SWITCH-HITTING DOES NOT COUNT. 
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* WITHOUT A TARGET (EVEN A STAND-IN) TOUR PITCH IS GOING SEEM EIRE 
IT LACKS A CREATIVE CENTER. 


* MARE SURE TOEIt HUE IS A MATCH FOR IHE PLATERS TOUR PUBLISHER HAS 
...OR THE ONES IT WANTS. 
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!OUt GAME IS NOl ABOUT SOLVING (2P'S 

Internet reputation problem 



HERE ARE (If GAMES WITH GREAT SEES. (HIS ISN’T THE HOLT GRAIL 


* HARDCORE GAMERS WILE LOVE IT? GREAT. NOW MOVE ON. THAI DOESN’T 
NEED TO THE IE (ORE OF TOOK PITCH BECAUSE IT PROBABLY WONT IE THE 
CORE Of TOUR AUDIENCE. 
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l. demos are mandatory now 


2.’YOUR PARTNERS’ TECH CHOPS ARE KEY 


• If you don’t have a demo, do what it takes to 
make one. 

• If you can’t, you’re either famous (so you don’t 
have to) or you should make a premium game. 


• Partner infrastructure and their skill with it 
determines your game’s performance and 
performance underlies everything 

• You should be vetting the publishers, too. 


1 Make sure your enure elan isn’t predicated on one unprovable assumption 


• Don’t fall in love with ideas that only work when they’re your game’s core...everything must be changeable. 

• You can test to see if you’re doing this - which is another great reason you need a game model. 
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I demetri@softhome.net 
in Demetri Detsaridis 


^ @detsaridis 



